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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND | 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
| YOUR NINTENDO? HARDWARE SYSTEM, GAME PAK OR ACCESSORY. 


This seal is your assurance that 
Nintendo has reviewed this product 


Original and that it has met our standards 
for excellence in workmanship, 
reliability and entertainment value. 
Seal of 


Always look for this seal when 
buying games and accessories lo 
ensure complete compatibility 
with your Nintendo product. 


Quality 


Thank you for selecting the World League Basketball™ Game Pak 
for your Super Nintendo Entertainment System™. 


Please read this instruction booklet thoroughly to ensure maximum 
enjoyment of your new game. Then save this book for future reference. 


This Game Pak has a battery backup function to record the progress 
of the game. 


WARNING: If the POWER switch is switched ON and OFF repeatedly, 
the accumulated contents may be deleted. Avoid turning the POWER 
switch OFF unnecessarily (before saving the game) or data may be 
lost. See page 10 for details on how to save data. 


Make sure to visit the Dr. Naismith Hall of Fame in Springfield, MA. 


TM & ® are trademarks of Nintendo Co.,Ltd. © 1992 Hal Laboratory Inc., 
© 1992 Nintendo Co., Ltd. 
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TIPS AND TACTICS .. 


4S/BASIC OPERATION 


CONTROLLER BUTTO! 
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The year—1891. The—place Springfield College, Springfield, 
Massachusetts. Dr. James Naismith, rugby coach at the school, was given 
two assignments to complete. First, he was to find or invent a sport that 
athletes could play between football and baseball seasons. Second, he 
was to find a way to keep order in a class of competitive young men who 
were getting bored with the usual exercises and gymnastics. 


He came up with the beginnings of a game that borrowed from rugby, 
soccer, water polo and other popular sports of the day. The school janitor 
was asked to find some boxes to be used as goals, but, unable to find 
suitably sized boxes, he suggested using peach crates instead. 
Basketball's first game on record took place on December 21, 1891, 
between two teams of nine players each. As a former soccer player, he 
incorporated rules and play techniques from that sport, and added a few 
new ideas. Hastily jotting down a dozen general rules, the first game of 
basketball was begun. 


Minor competition started almost immediately, but basketball wasn't 
taken seriously as a sport until after the end of World War I. By this time 
the game had changed considerably since Dr. Naismith's original game. 
Dribbling had become the standard method of offense by 1896. Double 
dribble was outlawed in 1898, but dribblers were not allowed to shoot the 
ball until 1915. Backboards were added in 1895. In 1897 the number of 
players on a team was settled at five, after experiments with seven and 
nine players proved to be unworkable. 


In 1993, a consortium of international investors, hoping to capitalize 
on the rising world wide interest in basketball, met and formed a world 
wide basketball association. The result was World League Basketball, 
whicb brings together 720 of the world's greatest basketball players. 
The sixty teams are divided into six conferences that compete for the 
title of World Champion. 


TOURNAMEN 


The Playoffs 


AY 


At the end of the regular season. 
the best teams in the World League 
will come together for a chance to 
win the World Champion Trophy. 
Full of hope and enthusiasm, the 
best teams representing all 
geographical regions of the World 
League will gather to captivate a 
world wide audience as they vie for 
the trophy. 


If you select One Player Season at the Game Options screen, you will 
go into regular season play. The game will keep track of your wins and 
losses and the standings of all the teams in your conference. 


Once you have completed your 
team's eighteen game regular 
season schedule, you may qualify 
for the Tournament depending on 
your.record. Tournament play 
starts your team at the Pre-Playoff 
level. Survive the Playoffs, and you 
will enter the most prestigious 
tournament, The Semi Finals. 


Southern Pre-Plauoff 


Frankfurt 


When this screen appears, you will 
know that you have achieved à major 
accomplishment. Your reward in World 
League Basketball is twofold. You will 
now begin The Semi Finals phase of the 
tournament with the chance to become 
the national champion. But, best of all. 
your battery-backed game pak will now 
allow you to start any of the teams from 
tournament level of play! 


Please note: If you overwrite tournament game data with an exhibition 
game, or a game before the tournament, the Start From Tournament 
option will be lost! 


In order to be to be considered for the Playoffs in Super NES World 
League Basketball's Semi Finals, you must play in the Season Play 
mode. Season Play mode will start you on a regular season, playing 
two games against each team in your conference. It is possible to do well 
in regular season play and still not be chosen to play in the Playoffs 
You must defeat the tough teams, playing hard and showing a high 
level of fair play and competitive spirit. It’s not enough to just play well 
— you have to meet the demanding standards of World League 
competition 


After the Title screen, the Game Options 
screen will appear. Move the cursor with the 
+ Control Pad and enter your selections with 
the A button. 


One player plays a single game against the 


One Player 
computer. The player picks his opponent. 


Exhibition 


Two Player Two players go head-to-head in a single exhibition 
Exhibition game. 


Enters the player into the beginning of a season of 
conference play. You must play in this mode to be 
eligible for entry into the Final Four. 


One Player 
Season 


Continue а 
Saved Game 


Team This lets the player check the statistics for each 
Statistics team before beginning play. 


Use this option to continue a previously saved 
game, or season. (See page 18.) 


Rio To save any game in progress or 

Cariocas your game and conference standings 
Coach’s Screen in the One Player Season mode, 
select the Save Game option in the 
Coach's Screen with the + Control 
Pad and then press the A button. 
When the Save current game screen 
appears; use the + Control Pad to 
зејесиће save slot you want your 
game saved to. Because there are only fóur slots available, you may have 
to overwrite one of the current slots (the old data will be lost) or select 
the Don't Save option. (Sce page#’8 for continuing a saved game.) 
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Once you select the mode of play, the 
conference screen will appear. Use the 
*- Control Pad to move the cursor to the 
conference of your choice and make your 
selection with the A button. (See pages 22 and 
23 for names of the conferences and the teams 


Choose Your Conference represented by each.) 


and Tean 
As you change 
conferences the 
smaller logos below the conference logos will 
change to show the teams represented by that 
conference. Select your team by moving the 
cursor to the team you want and enter your 
selection by pressing the A button. (See pages 
22 and 23 if you’re not sure which logo 
belongs to which team.) 


In the season mode, after you 
have selected your team, the team 
roster will be displayed. On this 
en, the five strongest players 
will be placed in the first five 


| Rio De Janeiro, Brazil 
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eae slots at their appropriate posi- 


tions. Make sure to look at the 


statistics of the players on the 
bench by scrolling the cursor 
down with the + Control Pad. 
This will allow you to make anote of the strengths and weaknesses of 
each of your players. If you are playing in the exhibition mode, you can 
see this information by using the View Team Statistics option on the 
Game Options menu. You can look àt. your team roster during а game 
from the Coach's Screen. (See page 16.) 


ТОМІСНТ'5 STARTING MATCHUP 


The action begins! When you exit from the 
Game Options screen, the Tonight's 
Matchup screen will appear. showing the 
starting lineups for your team and your 
opponent's team, Press the A button to start 
the game. You'll go right into the tip-off and 


the referee will toss the ball up in the air 
between the two opposing centers. Use your B button to tip the ball to 
one of your players. If you tip the ball to one of your teammates, the 
camera will spin to show the basket you should move toward on offense. 
If you lose the tip-off, your team goes on defense. 


READING THE SCOREBOARD 


Current Period iot Clock 


Number of Fouls- Score 
Home Visitors 


Number of Fouls- 
Visiting Team 


Current Player- 
Visiting Team 


Current Player- 
Home Team 


Time Remaining 
in the period 


On offense, the current player is the player in possession of the ball. On 
2 defense the current player will appear wil arrow over his head. This is the 
ў player you are controlling. See Offense;& Defense: Using the Controller on 
fc pee gg? the current player, 


at 
Move your player W ' 


Move the cursor М 
Select dunk type 
(with B button) Call a time Pause 
out or go to 
Coach's Screen 


Using the Controller - 


Select defensive 
plays 


Move 
your player 


ball and basket 


Jump (to block shot) 


Selecting Plays 4 


The player can select or view the offensive or 
defensive plays by using the L and R buttons on 
the controller (See the diagram above), When uie 
R button is pressed the team logo will be replaced 
with a diagram of the play cu 
Change plays by pn 
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Shooting 


To shoot a jump shot, press the B button. Then, at the top of your 
jump. release the button and your player will shoot. 


3-Point Shots 


The 3-point line is drawn in a semicircle 19 feet 9 inches from the 
behind the basket. Baskets made from behind this line count for three 
points. 


Dunk Shots 


The B button in combination 
with the + Control Pad will allow 
the player to select different 
kinds of dunk shots when you're 
close enough to the basket. 


Combinations Shot 


ALARM Two-handed Dunk 
under the basket) 


(Down) and B button Reverse Slam 


(Left) and B button Hang-time Dunk 


(Right) and B button Turn-around Stuff 


(Up) and B button One-handed Sky Dunk 


Safe to pass 


Center 


Guard 


Power Forward 


f Point Guard 


Forward 


When your team is on offense, you will get 
information about your teammates just by 
looking at them. A symbol will appear over a 
teammate's head that will tell you his position 
and how safe it is to pass to him. 


Inside the symbol will be that player's 
position (See left). The color of the symbol can 
be green, yellow or red. If it’s safe to pass, the 
symbol will be green. A yellow symbol means 
that the player is being guarded and is only 
partly open. A red symbol means that the player 
you're looking at is being guarded closely and 
is not a good choice to pass to. 


Keep in mind that the condition indication on 
the symbol updates constantly. If you pass to a 
player whose symbol is red, that player may break 
free by the time the ball gets to him. On the other 
hand, a player whose symbol is green might pick 
up à defender after the ball is passed to him. If this 
happens, he might not be open by the time the ball 
gets to him. Just like in real basketball, the 
conditions change constantly, and a good player 
keeps his eyes and his options open. 


THE COACH’S SCREEN 


ze The Coach's Screen is accessible by 
база pushing the SELECT button any time you аге 


Coach's Screen 


ion of the ball, when the opposing 
team is at the free throw line, or when the 
opposing team is about to inbound the ball. 
You can control some play options of your 
team through the Coach's Screen. 


You can pause the game and go to the Coach's Screen by pressing the 
SELECT button. You will call a time out by pressing the SELECT button 
when you are in possession of the ball and inbounds. Calling a time out 
will rest your players, but going to the Coach's Screen without calling a 
time out will not. 


Coach's Screen Options 


Call Time Out 

Calling a time out will give your players a chance to rest. Each team is 
allotted five time outs per half. You will be allowed one additional time 
out per overtime period. 


View 


View Game Stats 


Selecting View Game Stats will 
Show you the status of the playets 
on your team. This information 
includes points, rebounds, 
personal fouls. and current 
physical condition (Fresh, Hot 
Tired, Weak or DQ). This informa- 

^ tion will help you keep track of the 
condition of your players and 
make effective use of your roster. 
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View Season Stats 

This function shows the game averages for each player. Scroll the red 
cursor down with the + Control Pad to see the stats for each player on the 
roster. The game averages will not be updated until you have completed 
the game you are currently playing. In exhibition mode, this is the same 
as the View Game Stats screen. 


View Last Season’s Stats 

This will show you the team’s record for the last season, and the game 
averages for each player. Scroll the red cursor down with the + Control 
Pad to see the stats for each player on the roster. 


View Defenses and View Offenses 

These functions show the offensive and defensive plays. (See Pages 
23 and 24.) You can also select your plays from this screen. Select your 
play with the + Control Pad, then press the A button to select it. 


Change Players 

Allows you to substitute players when they tire, or foul out. Highlight 
the player you want taken out using the + Control Pad, then press the A 
button, Use the + Control Pad to select the player you want to put in and 
press the A button. To cancel your selection, without making a substitu- 
tion, press the B button. 


Team Options 


Parag. PUE SPP Automatically switches the player you are controlling to the closest 
defender between the ball and the basket after each pass. 


Don’t Switch on Pass 


The defender will not change unless you manually change it with 
either the A or Y buttons. 

Fastbreak Defending guards will run down court when the opposing team 
shoots. 


Don't Fastbreak The guards will defend as usual until a basket is scored or you gain’ 


control of the ball 


Crash the Boards 


On offense, ай of the offensive players will go for the rebound once 
a shot is taken. 


pr When the ball is shot, some players will move down court to 


defend. 
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The Continue a Saved Game 
feature will restart a saved game or 
allow you to continue your progress 
in the One Player Season mode. After 
selecting Continue a Saved Game, ће 
Choose a Game to Restore menu will 
LEN appear. Move the cursor to the game 
you wish to restore, and press the A 
button to begin. 


Frankfurt vs. Mitan, 
Record Gi Score: 77-62 
Ehsmpionshie Gane 


Saving Conference Standing 

At the end of each game in the One Player Season mode, you will 
first see the final stats for your team and your opponent. After you have 
viewed the statistics, the Save current game screen will appear. Follow 
the same procedure for saving your game as you would from the Coach's 
Screen. After you have chosen a slot to save your game in, or the Don't 
Save option, you will see the current conference standings. Press the A 
button again to continue with the next game on your schedule. 


Continuing (restoring) a saved game 

To restore a saved game, select the Continue a Saved Game option 
from the Game Options menu, then press the A button. When the menu 
appears, select which of your saved games to restore with the + Control 
Pad, then press the A button. You will be shown the current conference 
standings, then Tonight's Matchup. If the game you chose to restore was 
in progress when you saved, you will resume from where you saved. 


Deleting Saved Data 

If you wish to delete all.of your saved games, it сап be done from the 
screen pictured at the top of this page. One at a time, press the SELECT 
button, the START button, the L button followed last by the R button. 
NOTE: There is по way to restore the games deleted in this manner. If 
you have earned the Start From Playoffs option it will be lost 


When a player is 
fouled in the act of 
shooting, the fouled 
player goes to the free 
throw line for two free 
throws. If the player is 
fouled while shooting 
from beyond the three 
point line, that player 
will be awarded three 
free throws. The 
penalty for other 
personal fouls varies. 
If the opposing team has accumulated less than seven fouls in the half, 
your team will take possession of the ball out-of-bounds. Once your 
opponents have seven or more fouls, the fouled player goes to the line to 
shoot one-and-one. This means that if the shooter makes the first free 
throw he shoots a second one. If he misses the first shot, the ball goes 
immediately into play. If the opposing team has 10 or more fouls in a 
half, the penalty for all personal fouls. goes 10 two.free.throws. 


After your player dribbles the ball a few times and gets set, you will 
see an arrow begin going back and forth over the basket. The speed of the 
arrow depends on the player’s free throw statistics—the better he is at 
free throws, the slower the arrow goes. You'll have to time your shot so 
that the arrow points within the rim to make the basket 


Five Second Violation 


When inbounding the ball after a basket or a foul, the offensive team 
has five seconds to throw the ball in. If you fail to inbound the ball within 
those five seconds, you will be charged with a five-second violation, and 
your team will lose possession of the ball. 


Three Second Violation 


An offensive player can spend no more than three seconds in the key 
(the painted area under the basket). Standing in the key for more than 
three seconds is a violation, and your team will lose possession of the ball. 


Ten Second Violation 


The offensive team must get the ball past the center court line within 
ten seconds from the time the ball is inbounded. Failure to cross the line in 
time is a violation resulting in a loss of possession for the offensive team. 


Backcourt Violation 


Once an inbound ball has been brought across the center line, it 
cannot be taken back across the line by an offensive player without 
incurring a violation. A backcourt violation will result in a loss of 
possession for the offensive team. 


Offensive Foul (Charging) 


An offensive foul occurs when an offensive player runs into a 


defensive player who is A player who is "set" has both feet on the 
floor and is facing the player with the ball. 
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Defensive Foul 


Defensive fouls include blocking the player in possession of the ball, 
physical contact with the shooter, or hitting the ball-handler while 
attempting to steal. 


Traveling 


A player will be called for traveling if he leaves the ground to attempt 
a shot and lands without releasing the ball. A traveling violation will cost 
your team possession of the ball, 


Shot Clock Violation 


The offensive team has 30 seconds, starting when the ball is inbound, 
to take a shot at the basket. The ball must leave the player's hands before 
the shot-clock buzzer sounds, and the ball must then hit the basket rim or 
go through the basket to reset the clock. The shot clock will keep running 
if the shot is blocked and is recovered by the offensive team. 


Disqualification 


When any player commits more than five personal fouls he will be 
disqualified from the game. Any player who has fouled out is ineligible 
to гейт to the game and his status will change to DQ. 


Forfeit 


If too many of your players become 
disqualified due to fouling out, your 
team will be forced to forfeit the game. 
The score for a forfeit will be recorded 
in the record books as a 0-2 loss fò 
forfeiting team. 


HE CONFERENCES 


There are sixty unique teams divided into six conferences in World 
League Basketball. Please make your choice from the following list of 
Teams. 


North American Conference 
City Country Mascot 
Seattle [USA Rainmen 
Portland |USA Pirates 
Los Angeles | USA Stars 
Dallas (usa [Texans 
Chicago [USA [Breeze 
NewYork — |USA- Apples 
Miami [USA Oranges 
Boston [USA [Lobsters 
SanJuan (PuertoRico Suns 
Havanna  |Cuba [Hurricanes 
South American Conference 
City Country Mascot 
Rio De Janeiro | Brazil | Cariocas 
| Brasili Brazil [Brazilians | 
Bogota [Colombia Coffee Beans 
Caracas Venuzuela Oilers 
Lima [Peru [Llamas 
Buenos Aries | Argentina Cattlemen 
Montevideo 
[La Paz 
Sao Paulo 
Quito 
East European Conference 
City 
Warsaw [P 
Moscow 
Istanbul 
Budapest | 
St. Petersburg | Russia. [Czas __ 
__|ка Grainers _ | 
[Latvia Cougars 
| Lithuania Wolverines 
| Tallinn [Estonia Shipbuilders 
Bucharest | Romania [Wolves 
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North European Conference. 
City Mascot 
London [Royals — | 
Brussels Chocolateers 
Amsterdam | Millers 
Copenhagen Great Danes 
Oslo | Vikings 
Stockholm Nords 
[Helsinki Reindeer 
Berlin Bears 
Frankfurt Printers 
Munich | Falcons. 
South European Conference 
City Country Mascot 
[Lisbon [Portugal Lions 
Madrid Spain [Bulifighters | 
Towers 


International Conference 


City Country Mascot 
Cairo Egypt Pharoahs 
Nairobi Kenya [Giraffes _ 
. |India Elephants 
Japan itans 
China (Pandas 
| Australia | Fighting Roos 
South Korea _ | Leopards 
Australia [Когаз 
Saudi Arabia | Sheiks 
New Zealand  |Kiwis - 


PLAYBOOK 


The Give and Go Offense takes its name from a series of 
moves and passes in quick succession. Generally the ball- 
holder passes to another player, then screens, but there are 
many types of plays that are called Give and Go. 


Stack Offense 
The Stack Offense is a good tool against the Man to Man | 
Defense. This offense pulls the defensive players to one side, 
opening the other side of the court. 


The Spread Offense scatters your players to the far 
comers of the court. By positioning them far apart, it wears 
out the defense quickly, but steals are also more common. 
This offense is often used to slow down the game when your 
team is ahead. 


Spread Offense 
5 + 


The Double Low Offense can be used to great effect by a 
team that has two tall, strong players. The outside men try to 
maneuver the ball to the strong center and power forward. This 
also places your tallest players in the best rebound positions. 


[чон oF Fense 


The High-Low Offense is a simple, easily-learned offense 
- that presents a natural setup against zone defenses. It's a good 
offense to use when your men are tired, since it isn't 
necessary for the offensive players to be in constant motion. 


2-3 Set Offense 
үс л; 


Varieties of the 2-3 Set Offense are effective in different | 


situations. It can be used if you have three tall men who are 
not particularly fast or agile. It may also be used effectively by a. 
team that has three quick players that are not particularly tall. 


Particularly effective against a Man to Man Defense, the 1-4 
Set Offense attempts to draw all of the defensive players 
away from the basket. If a player manages to get open, the 
path is open to the hoop. 
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Designed to prevent close-in shots and pi ге outside set 
shooters, the 2-3 Zone Defense is strong in the basket 
area. This defense puts players in a good rebound position, 
but is weak near the foul line area and can be can be 
overloaded by quick ball movement. 


The 1-3-1 Defense is effective in strengthening the foul 123-1 Fone Defense 


line area. It also gives good coverage to the baseline area and 
forces the offense to shift out of comfortable patterns, but is 
weak in rebounding. 


The 1-2-2 Zone Defense covers the peripheral area well, 
but leaves the key almost undefended. A good defense against 
a team with very strong guards but an unimpressive center. 
Running this is easy on the defensive players. 


The Triangle and 2 Defense, like the Diamond and 1 
Defense, focuses attention on the very strong players. This 
protects part of the court with a zone defense, leaving two 
players open to cover the opposition’s star players. 


Triangle and 2 Defense 
| 


| 

| || 
The Diamond and 1 Defense, also known as the Box 
and 1 Defense, is strong against a team that has one 
particularly strong player. Primarily, this is a four-man zone 
defense, with the fifth player guarding the opposing team's 
star player man-to-man. 


Diamond and 1 Defense 


The assigned Man-to-Man Defense is the most com- 
monly used defense in the basketball game. Each defensive 
player guards his assigned offensive player. Its advantage is 
that it allows for flexibility and it is highly adaptable. Its 


Han to Мап Defense 


The Pressure Defense, known as the Press, is a highly 
aggressive defense that is most often used late in the game 
when your team is behind. If done well it will cause 
turnovers. Its disadvantages are that it tires your team quickly 
and increases the chance of fouls. 


roster and look for players to 
ions. Your best three point 
the bench! 


going after re 
big lead. 


REV-C 
WARRANTY FOR THE SUPER NINTENDO 
ENTERTAINMENT SYSTEM (GAME PAK) 
BY NINTENDO AUSTRALIA PTY. LTD. 


The product is sold subject to all warranties implied under the 
provisions of the Trade Practices Act of Australia. Nintendo 
Australia Pty. Ltd. (Nintendo) warrants to the original 
consumer/purchaser that this SUPER NES ("ЗАМЕ PAK") shall 
be free from defects in material and workmanship. If a defect 
covered by this warranty occurs, Nintendo will repair or replace 
the (GAME PAK) at its option, free of charge. 


To receive this warranty service, contact Nintendo's Head Office. 
This undertaking to repair or replace the product will not apply 
if the (GAME PAK) has been damaged, after sale to the original 
consumer/purchaser, by negligence, accident, unreasonable use, 
modification, tampering, or by other causes unrelated to defective 
materials or workmanship. 
NINTENDO AUSTRALIA HEAD OFFICE ADDRESS: 

48-52 Dunlop Road, Mulgrave, Victoria 3170 Australia 


* NINTENDO HOTLINE (03) 646 5600 
* NINTENDO LIVE INFOLINE 0055 39190 
( CALLS AT 35 CENTS P. MINUTE ) 


